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5) D Claim(s) is/are allowed. 
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DETAILED ACTION 
Information Disclosure Statement 

Information Disclosure statements filed March 18, 2004, June 7, 2004, December 
17, 2004, and October 7, 2005 have been considered. Initialed and signed copies are 
provided herewith. 

Claim Objections 

Claims 4 and 21 are objected to under 37 CFR 1.75(c), as being of improper 
dependent form for failing to further limit the subject matter of a previous claim. 
Applicant is required to cancel the claim(s), or amend the claim(s) to place the claim(s) 
in proper dependent form, or rewrite the claim(s) in independent form. 

Claim 4 recites displaying a predetermined effect on a player character outside of 
the predetermined area. Claim 1 recites only displaying a part of the virtual space with 
reference to an object. These are contradictory claims. It is impossible for claim 1 , from 
which claim 4 depends, to show a virtual space with reference to an object, and claim 4 
to display an effect on a character outside of the predetermined area. Essentially, "a 
space with reference to an object", and "the predetermined area" are equivalent. As 
such, claim 4 is broader than claim 1 . 

Claim 21 recites the object of claim 1 not being displayed on the display device. 
Claim 1 recites a "display controller that causes a display device to display a part of the 
virtual space with reference to the object". If a display is shown to a player, with 



Application/Control Number: 10/729,977 Page 3 

Art Unit: 3714 

reference to an object, that object is necessarily part of the display. This is a 
contradictory limitation. Claim 21 has recited a limitation broader than the original claim. 
Appropriate correction is required. 



Claim Rejections - 35 USC § 101 

35 U.S.C. 101 reads as follows: 

Whoever invents or discovers any new and useful process, machine, manufacture, or composition of 
matter, or any new and useful improvement thereof, may obtain a patent therefor, subject to the 
conditions and requirements of this title. 

Claim 25 rejected under 35 U.S.C. 101 because the claimed invention is directed to 

non-statutory subject matter. Claim 25 is directed to a carrier wave. Electromagnetic 

signals are not statutory subject matter as described in MPEP 2106 IV (1). 

Claim Rejections - 35 USC §112 

Claims 7, 8, 9, 12, and 16 are rejected under 35 U.S.C. 112, second paragraph, 
as being indefinite for failing to particularly point out and distinctly claim the subject 
matter which applicant regards as the invention. 

Regarding claim 7, "the object" is referenced in a claim where 2 objects are 
present. A limitation of a first object and a second object is provided in claims 1 and 7. 
As such, the Examiner cannot ascertain which object is being referenced by "the 
object". The examiner will understand "the object" to be referencing the second object 
for the purpose of examination. 
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Regarding claims 9 and 12, these claims recite an "on-hand display device". The 
Examiner is unsure what this is. No information is provided in the specification to define 
an "on-hand display device". The Examiner will understand the claim to mean a second 
display area inside the first display area. An example would be an inset radar map 
(second display) imposed on the regular game display (first display). 

Claim 8 recites the limitation "the non-displayed area". There is insufficient 
antecedent basis for this limitation in the claim. The examiner will understand the claim 
to mean "a non-displayed area". 

Claim 16 is vague and indefinite. Specifically, the direction of the visual axis to 
be directed to the position of the object, is unclear. The Examiner does not understand 
the term "directed" in context. Directed implies some sort of change in state. As in, if 
the visual axis was pointing at the ground, it could be directed towards the object. The 
Examiner basically understands this claim to mean the visual axis is controlled in such a 
way as to show the object. It will be examined as such. 

Appropriate correction is required. 

Claim Rejections - 35 USC § 102 

The following is a quotation of the appropriate paragraphs of 35 U.S.C. 102 that 
form the basis for the rejections under this section made in this Office action: 
A person shall be entitled to a patent unless - 

(b) the invention was patented or described in a printed publication in this or a foreign country or in public 
use or on sale in this country, more than one year prior to the date of application for patent in the United 
States. 
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Claims 1-25 are rejected under 35 U.S.C. 102(b) as being anticipated by Blizzard 
Entertainment Diablo Instruction Manual (DIM). 

Regarding claim 1, DIM discloses a video game apparatus advancing a game 
when multiple players move their player characters in a virtual space (see multi player 
instructions on page 23). Multiple input devices correspond to each of the players in the 
game and receive input instructions for each player according to how the player 
manipulates the control devices (see Direct connection page 24, and system 
requirements (mouse and keyboard) on page 6). A player character mover is disclosed 
that moves a predetermined object in the virtual space (see Movement page 15). An 
object mover is disclosed that moves a predetermined object in a virtual space (see 
Interacting with the environment specifically "items that you can pick up are highlighted 
in blue" on page 18.) A display controller that causes a display device to display a part 
of the virtual space with reference to the object is disclosed (see Getting Started - 
Video on page 6). A position judge that determines a positional relationship between 
each player character and the object is disclosed (see Interacting with the Environment 
specifically "Left-clicking on the selected item will cause your character to automatically 
move to and interact with the selected item" on page 18). Further disclosed is a game 
progress controller that changes at least one of a degree of advantage of a game 
progress and a degree of ease for each player character according to the determined 
positional relationship of each player (see Items disclosed on pages 37-42). 
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When a player satisfies a positional relationship with an item such as picking it 
up, or using it, it provides an advantage and increased ease to the player and by 
extension all the allied players against a foe by virtue of the unique traits of the item. 

With respect to claim 2, DIM discloses a position judge to determine whether a 
selected player character is within a predetermined area defined around the object and 
the game progress controller changing at least one of the degree of advantage of the 
game and the degree of ease for each player character according to whether the 
selected player character is within a predetermined area (see Interacting with the 
Environment specifically "Left-clicking on the selected item will cause your character to 
automatically move to and interact with the selected item" on page 18 and Items 
disclosed on pages 37-42). 

With respect to claim 3, DIM discloses a red, blue or gold glow to display a 
predetermined effect on a boundary of the predetermined area (see Interacting with the 
environment page 18). 

With respect to claim 4, DIM discloses a device that causes the display device to 
display a predetermined effect on a player character outside the predetermined area. 
By definition, the glow mentioned in the rejection of claim 3 extends around the 
periphery of the item. This is a predetermined effect of a player character outside the 
predetermined area (see Interacting with the environment page 18). 

With respect to claim 5 DIM discloses a predetermined area around an item to 
include multiple areas around multiple items. Each area is a different distance from a 
given object (see Interacting with the environment on page 18 objects such as 
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creatures, items, and dungeon features - in this case items). A position judge that 
determines a positional relationship between each player character and the object is 
disclosed (see Interacting with the Environment specifically "Left-clicking on the 
selected item will cause your character to automatically move to and interact with the 
selected item" on page 18). Further disclosed is a game progress controller that 
changes at least one of a degree of advantage of a game progress and a degree of 
ease for each player character according to the determined positional relationship of 
each player (see Items disclosed on pages 37-42). 

With respect to claim 6, DIM discloses a position judge that determines a 
positional relationship between each player character and the object (see Interacting 
with the Environment on page 18). The game progress controller changes a degree of 
advantage or ease based on the character distance to the item. For example, if the 
item is a unit of 4 from the player, the player does not enjoy the increased advantage or 
ease. If the item is a unit of 0 from the player, the player does enjoy the increased 
advantage or ease. 

With respect to claim 7 as described in the rejection under 35 U.S.C. 112 above, 
DIM discloses a second object mover with a predetermined shape including an object in 
synchronization with the movement of the object (see Automap on page 18). A position 
judge determines whether each player character is located on the second object by 
providing an orange arrow. A degree of advantage or ease is lost in this case, as game 
play continues because a player can still be attacked or moved based on if the player 
character is in the second object (orange arrow). 
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With respect to claim 8 as discussed above in the rejection of claim 8 under 35 
U.S.C. 112, DIM discloses a display judge that determines whether each player 
character is included in a portion displayed by a display. The results of this judgment 
are displayed on the screen (see screen shots on page 16 - in this case, there is a 
single player in the screen). An operating instruction device is disclosed to move a 
player character determined as being included in a non-displayed portion of the screen 
to the portion displayed by said display device. The moving method is disclosed as a 
"town portal" or "telekinesis" (see page 48). 

With respect to claim 9 as discussed above in the rejection of claim 9 under 35 
U.S.C. 112, DIM discloses a secondary display different from the main display device. 
The operation method is displayed on this secondary device (see the Automap on page 
18). 

With respect to claim 10, DIM discloses a virtual three dimensional space (see 
screen shots on page 16 as well as System Requirements for DirectX 3.0 on pages 6- 
7). A visual axis controller controls a direction of a visual axis of a virtual camera with a 
reference to the position to the object (see The Interface described on page 1 1 is 
equivalent). A perspective transformer transforms the virtual three dimensional space 
onto a virtual screen fixed a distance away from a viewpoint of the virtual camera to 
generate a two dimensional image. This is an inherent feature of video games featuring 
a three dimensional virtual space. The screen is transformed into a two dimensional 
image to be shown on a computer monitor as is shown by the screen shots cited above. 
A monitor displays the control device to display the two-dimensional image (see System 
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Requirements on page 6 - Computer. Computers are well known to have monitors. 
Also, screen shots are pictures of a screen or monitor.) 

Regarding claim 11, DIM discloses a display judge that determines whether each 
player character is included in a portion displayed by a display. The results of this 
judgment are displayed on the screen (see screen shots on page 16 - in this case, 
there is a single player in the screen). A radar map display controller displays a two 
dimensional radar map of the position of the player character with reference to the 
position of an object when the player character is in a non-displayed portion. The 
Automap displays an equivalent of a radar map that shows a representation of a player 
character in reference to the position of an object. The playing screen is not visible 
when the Automap is displayed (see the Automap on page 18). 

Regarding claim 12 as discussed above in the rejection of claim 12 under 35 
U.S.C. 112, DIM discloses a secondary display that displays a radar map in two 
dimensions (see the Automap on page 18). 

Regarding claim 13, DIM further discloses an obstacle judge that determines if 
there in an obstacle between the viewpoint and an object (see The Interface on page 9). 
A viewpoint mover moves the position of the viewpoint to a position where there is no 
obstacle between the viewpoint and the object to control the direction of the visual axis 
with reference to the position of the object if the obstacle is between the viewpoint and 
the object (This cited description is deemed equivalent to the viewpoint mover 
limitation). 
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Regarding claims 14 and 15, DIM discloses a view point mover/field of view 
changer that moves the position of the viewpoint/field of view to control the direction of 
the visual axis with reference to the position of the object according to the determined 
positional relationship between each character and the object. A zoom function is 
disclosed to control the direction of the visual axis. As the view is zoomed in, the visual 
axis changes based on if an item is within a character's line of sight (see The interface 
page 1 1). A field of view and a viewpoint are synonymous in the sense of a video 
game. 

Regarding claim 16, DIM as discussed above in the rejection of claim 9 under 35 
U.S.C. 112, discloses a visual axis is controlled in such a way as to show the object 
(see The Interface page 1 1 - "The Play area displays... items within your characters line 
of sight"). 

Regarding claim 17, DIM discloses a game progress controller varies an area in 
which a degree of advantage and a degree of ease is changed according to game 
progress (see Inventory Screen Page 13 - Discloses pressing the I key on the keyboard 
and allows you to move and manipulate various items which have been established to 
change a degree of advantage and a degree of ease). 

Regarding claim 18, DIM discloses a game progress controller differentiates a 
rate at which the degree of advantage and the degree of ease are changed according to 
the game progress (see Page 19, Gaining Experience and Levels). A character gains 
experience and levels in the came which are disclosed to increase the character's 
effectiveness in combat. This is equivalent to an increase in advantage and ease. 
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Regarding claim 19, DIM discloses a degree of advantage of the game is 
changed by changing the status of a player (see Page 19, Gaining Experience and 
Levels). When a player increases in levels, the status of the player is changed. This 
allows the player more effectiveness in combat. Increased effectiveness in combat is 
equivalent to a degree of advantage. 

Regarding claim 20, DIM discloses a degree of ease changed by changing a 
visibility of a player character (see The Interface Page 11). The game is made easier 
by acquiring items. Items in the character's line of sight are divulged to the player. 
Thus, manipulating the character to look around obstacles - changing a visibility of a 
player character, increases a degree of ease. 

Regarding claim 21, DIM discloses only items in a character's line of sight are 
displayed on the display device (see The Interface Page 11). 

Regarding claim 22, DIM discloses a video game apparatus advancing a game 
when multiple players move their player characters in a virtual space (see multi player 
instructions on page 23). A memory to store the game program is disclosed as well as 
a processor to execute the game program (see System Requirements: Computer (60 
Mhz or better processor), and Drives (a hard drive)). Multiple input devices correspond 
to each of the players in the game and receive input instructions including movement for 
each player according to how the player manipulates the control devices (see Direct 
connection page 24, and system requirements (mouse and keyboard) on page 6). 
Moving the object is disclosed (see The Belt page 15). The program stored in memory 
receives instruction for a player character from the input devices, moves the characters 
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in the virtual space, moves an object in the virtual space, and causes a display to 
display the space with reference to the moved object (see Movement and The Belt page 
15). A positional relationship is defined between the player character and the object 
(see Interacting with the Environment specifically "Left-clicking on the selected item will 
cause your character to automatically move to and interact with the selected item" on 
page 18). 

Further disclosed is a game progress controller that changes at least one of a 
degree of advantage of a game progress and a degree of ease for each player 
character according to the determined positional relationship of each player (see Items 
disclosed on pages 37-42). 

When a player satisfies a positional relationship with an item such as picking it 
up, or using it, it provides an advantage and increased ease to the player and by 
extension all the allied players against a foe by virtue of the unique traits of the item. 

Regarding claim 23, DIM discloses a control method for advancing a video game 
when players move their characters in a virtual space. Multiple input devices 
correspond to each of the players in the game and receive input instructions including 
movement for each player according to how the player manipulates the control devices 
(see Direct connection page 24, and system requirements (mouse and keyboard) on 
page 6). Moving the object is disclosed (see The Belt page 15). The program stored in 
memory provides receives instruction for a player character from the input devices, 
moves the characters in the virtual space, moves an object in the virtual space, and 
causes a display to display the space with reference to the moved object (see 
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Movement and The Belt page 15). A positional relationship is defined between the 
player character and the object (see Interacting with the Environment specifically "Left- 
clicking on the selected item will cause your character to automatically move to and 
interact with the selected item" on page 18). 

Further disclosed is a game progress controller that changes at least one of a 
degree of advantage of a game progress and a degree of ease for each player 
character according to the determined positional relationship of each player (see Items 
disclosed on pages 37-42). 

When a player satisfies a positional relationship with an item such as picking it 
up, or using it, it provides an advantage and increased ease to the player and by 
extension all the allied players against a foe by virtue of the unique traits of the item. 

Regarding claim 24, DIM discloses a computer readable storage medium for 
executing a video game (see System Requirements on page 6 - Drives). The medium 
maintains instructions for allowing multiple players to move their characters in a virtual 
space. The apparatus provides function for each of the following listed below. Multiple 
input devices correspond to each of the players in the game and receive input 
instructions including movement for each player according to how the player 
manipulates the control devices (see Direct connection page 24, and system 
requirements (mouse and keyboard) on page 6). Moving the object is disclosed (see 
The Belt page 15). The program stored in memory provides receives instruction for a 
player character from the input devices, moves the characters in the virtual space, 
moves an object in the virtual space, and causes a display to display the space with 
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reference to the moved object (see Movement and The Belt page 15). A positional 
relationship is defined between the player character and the object (see Interacting with 
the Environment specifically "Left-clicking on the selected item will cause your character 
to automatically move to and interact with the selected item" on page 18). 

Further disclosed is a game progress controller that changes at least one of a 
degree of advantage of a game progress and a degree of ease for each player 
character according to the determined positional relationship of each player (see Items 
disclosed on pages 37-42). 

, When a player satisfies a positional relationship with an item such as picking it 
up, or using it, it provides an advantage and increased ease to the player and by 
extension all the allied players against a foe by virtue of the unique traits of the item. 

Regarding claim 25, DIM inherently discloses a carrier wave having a data signal 
in the computer. 

Multiple input devices correspond to each of the players in the game and receive 
input instructions including movement for each player according to how the player 
manipulates the control devices (see Direct connection page 24, and system 
requirements (mouse and keyboard) on page 6). Moving the object is disclosed (see 
The Belt page 15). The program stored in memory provides receives instruction for a 
player character from the input devices, moves the characters in the virtual space, 
moves an object in the virtual space, and causes a display to display the space with 
reference to the moved object (see Movement and The Belt page 15). A positional 
relationship is defined between the player character and the object (see Interacting with 
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the Environment specifically "Left-clicking on the selected item will cause your character 
to automatically move to and interact with the selected item" on page 18). 

Further disclosed is a game progress controller that changes at least one of a 
degree of advantage of a game progress and a degree of ease for each player 
character according to the determined positional relationship of each player (see Items 
disclosed on pages 37-42). 

When a player satisfies a positional relationship with an item such as picking it 
up, or using it, it provides an advantage and increased ease to the player and by 
extension all the allied players against a foe by virtue of the unique traits of the item. 

Citation of Pertinent Prior Art 
The prior art made of record and not relied upon is considered pertinent to 

applicant's disclosure. 

US 4,738,451 - Multi-player, Multi-character cooperative play video game with 

independent player entry and departure 

US 4,858,930 - Game system (discusses abilities of the character changing over 

time). 

US 6,168,519 - Image display system, image display method for same, and 
storage medium storing image display program for same (discusses abilities of the 
characters to change over time). 

US 6,231 ,440 - Computer Game Apparatus (discusses predetermined distances 
between characters). 
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US 6,431,982 - Video Game System Using Radar Picture 

USPGPUB 2003/003708 - Entertainment System, Entertainment apparatus, 

Recording Medium and Program (discusses damage effects based on predetermined 

distances areas of damage). 

Conclusion 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Travis R. Banta whose telephone number is (571) 272- 
1615. The examiner can normally be reached on Monday-Friday 9-4. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Bob Pezzuto can be reached on (571) 272-6996. The fax phone number for 
the organization where this application or proceeding is assigned is 571-273-8300. 

Information regarding the status of an application may be obtained from the 
Patent Application Information Retrieval (PAIR) system. Status information for 
published applications may be obtained from either Private PAIR or Public PAIR. 
Status information for unpublished applications is available through Private PAIR only. 
For more information about the PAIR system, see http://pair-direct.uspto.gov. Should 
you have questions on access to the Private PAIR system, contact the Electronic 
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Business Center (EBC) at 866-217-9197 (toll-free). If you would like assistance from a 
USPTO Customer Service Representative or access to the automated information 
system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 

TB 

/Corbett Coburn/ 
Primary Examiner 
AU 3714 



